POISON CRAFTING 
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REVISED RULES 


Introduction: Crafting the perfect poison is both a science and an art. 
Knowing which ingredient pairs best with which to deliver a swift death - 
or a lingering one, if deserved - requires intense study and practice. 
Thankfully, you are an adventurer with both the time and opportunity to 
discover these ingredients. You also have these new poison crafting rules 
to experiment with endless combinations, create unique poisons, and 
witness their deadly effects. 


A complete set of rules for the crafting of poisons 
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POISON CRAFTING: REVISED RULES 


imble and slender fingers manipulate the 
lock and hidden traps effortlessly as the 
door's deadly defenses give way to familiar 
digits. Looking over his shoulder one last 
time the shrouded figure slips into 
shadowed sanctuary and the alley is empty 
once more. Inside, a wig and prosthetic 
nose fall to the floor as if forgotten, along with a makeup 
covered rag. There are more important things to worry about 
he — no, she — thinks to herself. 

She reaches into her pouch revealing the myriad contents 
inside: vials of ichor, tufts of fur, and packets of stone and 
bone alike. Looking at the glassware before her, she reminds 
herself of the need to ready the equipment and herself before 
attempting folly. 

Viper venom with powdered cockatrice beak — so very easy 
to make after practice, so very effective against the average 
palace guard. Several tiny ampules of the greenish liquid 
disappear into a purse. Her breathing deepens and heart 
quickens as her main task rises before her and she gathers 
her most prized and exotic reagents. 

First, purple worm poison -- a potent start, but not enough 
to ensure death. She brings the syrupy liquid to a slow boil, 
covering her face from the noxious fumes. Next, black rose 
petals, soaked in alcohol and ground to a paste, often used by 
apothecaries to dilate the vessels and improve circulation — 
perfect for a poison. So slowly do the petals mix, sweat 
dripping from her furrowed brow. 

Finally, ground lich bone, given by an anonymous donor 
with strong opinions of the current regime. In goes the 
undead grind, disappointingly so, like sugar disappearing in 
purple tea. Then suddenly, the mixture froths violently, 
threatening to ruin it all But she is prepared; she had worked 
with bone dust augmentation before. She quickly caps the 
mixture and throws it into a prepared bucket of ice water. 
She entertains the idea that if the glass breaks, at least she'll 
be too dead to worry about any repercussions. 

As she tentatively gazes back into the now tepid water, the 
flask remains intact, with a surprisingly small amount of thin 
and white liquid inside, barely a dram — pale death flecked 
with gold. She smiles as she stows the priceless liquid away 
in a small vial, her night just beginning. 

A beautifully gowned maiden seems to magically appear 
from the walls of the alley: make-up impeccable, cleavage 
unmissable, lips tender and kissable. So pleasing is she to 
the eye that one would forget about something as silly as her 
small feminine hands adorned with a sharp looking ring, 
fingers delicately grasping a royal invitation to the prince's 
18th birthday. 
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VARIANT: HARVESTING RULE 

The new ruleset does not allow immediate use of 
poisons collected from a monster without crafting, 
the DM can choose to allow the player to instead 
make a DC 20 Intelligence (Nature) check to have 
them harvest a single dose of immediately usable 
poison per the original 5th edition rules. 
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TYPES OF POISONS 


This set of enhanced poison crafting rules allow you to craft 
three types of poisons from ingredients ("reagents") you 
harvest during your adventures. The first is a simple poison 
crafted from one reagent. The second is a two-component 
poison: a base poison enhanced with a debuff effect or 
additional damage type from a second reagent; or a base 
poison augmented by a second reagent simply to increase 
potency. The final type is a three-component poison 
incorporating a base poison, a type/effect reagent, and an 
augmenting reagent. These rules replace the poison crafting 
rules found in the 5th Edition Dungeon Master's Guide (see 
"Variant: Harvesting Rule"). 


FINDING REAGENTS 


While journeying through the world, you will undoubtedly 
encounter many monsters as well as flora and fauna, both 
poisonous and not. For the aspiring poison crafter, you should 
be on the lookout for anything and everything that can be 
used. Being proficient in Nature or Arcana will help you find 
reagents from corpses, while a silver tongue might help you 
obtain reagents with naught more than a well-placed word. To 
find reagents, you must pass a Harvest DC check. 


Harvest DC = 10 + Creature CRM (see table) 


For example, harvesting venom from a Wyvern (Challenge 
Rating: 6; CRM: 2) would require an Intelligence (Nature) 
check against a Harvest DC of 12. Harvesting residual fire 
essence from a banished fire elemental might instead require 
an appropriate Intelligence (Arcana) check. In the end, the 
type of check used (Nature or Arcana) is up to the DM's 
discretion, as is increasing or decreasing the DC based on in- 
game context. Generally, the more powerful a creature is, the 
more difficult it will be to harvest. Poisons harvested in this 
way cannot be used until they have been through the 
crafting process (see "Crafting Poisons")! 

Succeeding on the Harvest check by more than 5 allows 
two usable amounts of reagent to be found. Rolling a natural 
20 allows three to be found. 
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CRAFTING POISONS 


Crafting poisons can be done with as little as one reagent (the 
base) or as many as three (base, type/effect, and augment). 
However, there must always be a base reagent to craft, 
and it must be from a poisonous or venomous animal 
Adding type/effect or augment reagents is entirely optional, 
but highly recommended! 

In order to successfully craft a poison, the crafter must 
pass an Intelligence check against the crafting DC for that 
poison. Proficiency with a Poisoner's Kit lets you add your 
proficiency bonus to your check. 


Crafting DC = 8 + Base Reagent CRM+ 


Type/Effect Reagent CRM + Augment Reagent CRM 


For example, crafting a poison using venom harvested from 
a Spirit Naga (Challenge Rating: 8; CRM: 2) as the base 
reagent, and the canopic jar contents of a Mummy Lord 
(Challenge Rating: 15; CRM: 3) as an augment reagent, 
would require you to pass a Crafting DC of 13. Adding a 
type/effect reagent, perhaps to cause a Sleep effect, would 
further increase the Crafting DC. The DM may, of course, 
decide to increase or decrease the Crafting DC due to in- 
game context. 


CHALLENGE RATING MoniFIERs (CRM) 


Creature CR Reagent CRM Augment Die 
Oto 5 1 1d4 
6 to 10 2 1d6 
11 to 15 3 1d8 
16 to 20 4 1d12 
21 oy) 5 1d20 
25 to 30 6 1d20 (Special) 


If you fail the check, you lose one of the reagents being 
used at random. If the crafter rolls a natural 1, the crafting is 
a complete failure: all reagents are lost and the crafter takes 
the base damage of the reagent in poison damage (see "Base 
Reagent Damage" table). Conversely, if the crafter passes the 
Crafting DC by more than 5, she gains two doses of usable 
poison. If the crafter rolls a natural 20, she gains three doses. 


CRAFTING TIME (OPTIONAL) 

For role playing purposes, the time needed to craft a poison 
while adventuring is: 10 x Crafting DC (minutes). The crafter 
is then mentally exhausted for the same amount of time 
afterward, and rolls disadvantage on any Intelligence-based 
saving throws or skill checks for that duration. This is to 
discourage any "chain-crafting" of poisons during a short or 
long rest. Crafting poisons as a Downtime Activity does not 
carry this same penalty, but the time is: Crafting DC (hours). 


THE BASE REAGENT 


When crafting a poison, the base reagent you use is always 
poisonous or venomous itself. The crafting process distils 
then concentrates this raw ingredient into a usable poison. 

The damage of your poison is determined by the Challenge 
Rating of the creature that the base reagent was harvested 
from. The "Base Reagent Damage" table shows how damage 
scales based on the creature's Challenge Rating. When using 
reagents from creatures with Challenge Ratings of 9 and 
higher, the crafter may choose one of two damage options: 
the first offers more consistent damage; the second 
represents a more volatile poison with the chance of dealing 
very high damage (but also an increased chance of dealing 
very low damage). 


BASE REAGENT DAMAGE 
Creature CR Base Damage Creature CR Base Damage 


<1 1d4 16 7d6/2d12 
1 2d4 17 6d8/3d12 
2 3d4 18 6d8/3d12 
3 4d4 19 7d8/3d12 
4 4d4 20 7d8/3d12 
5 5d4 21 8d8/4d12 
6 5d4 22 8d8/4d12 
7 6d4 23 9d8/5d12 
8 6d4 24 9d8/5d12 
9 4d6/1d12 25 8d10/2d20 
10 4d6/1d12 26 8d10/2d20 
11 5d6/1d12 27 9d10/2d20 
12 5d6/1d12 28 9d10/3d20 
13 6d6/2d12 29 10d10/3d20 
14 6d6/2d10 30 10d10/3d20 
15 7d6/2d12 31 11d10/4d20 


Using a base reagent with higher CRM always results in a 
better poison with higher damage and DC. However, using 
only a base reagent confers none of the type/effect or 
augmentation benefits which may be more desirable in 
differing situations. An aspiring crafter should be on the 
lookout for creatures that are poisonous or venomous as 
these reagents provide the backbone of all poisons you craft. 
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DAMAGE TYPES & SPECIAL EFFECTS 


Type/Effect reagents are used to add a specific damage type 


or special effect to your poison. 

For example, you may add Ghast nails to your poison to 
cause a paralysis effect or the eyes of a Jackalwere to cause a 
sleep effect. See "Distilling Death: The Finished Product" for 
details on saving throws and duration. 

Poisons may also have an additional damage type added to 
them. For example, you may choose to craft a poison that also 
deals fire damage by incorporating the harvested essence of a 
Fire Elemental during crafting. Note that such a poison still 
does poison as one of its damage types, so this is not a way to 
circumvent resistance or immunity to poison (see 
"Augmenting" for how to accomplish this) This would be 
ideal for use against a monster vulnerable to fire, however. 


AUGMENTING 


As the word implies, augment reagents are used to enhance 
your poisons. However, such a reagent need not be poisonous 
or venomous itself or have a special property to it, like the 
base and type/effect reagents. An augment reagent 
represents the power of any defeated creature, which is then 
distilled to empower your crafted poison. The possible 
augmenting effects that can occur are represented by the 
following tables and can either improve your poison's 
damage, efficacy, or both! 

Determine which table to use by consulting the "Challenge 
Rating Modifiers (CRM)" table. For example, if you are using 
Lich Bone to augment a poison, you would use the "1d20 
Augment Die" table (the challenge rating of a Lich is 21). 
Using a stronger augment reagent increases the chance that 
something beneficial happens to your poison. However, this 
also increases the Crafting DC. 

Proficiency with a Poisoner's Kit allows you to re-roll 
an augment die of d8 or less that lands on "No augment." 
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DAMAGE AUGMENTATION 

Augmentation of damage is based on the damage die of the 
base reagent as found in the "Base Reagent Damage" table 
(i.e., d4, d6, d8, etc.) In the tables below, this base damage die 
is represented by the letter "B." Damage augmentation 
generally takes the form of XdB + (Y x B). X and Y are 
multipliers that give additional random (XdB) and additional 
constant (Y x B) damage to your poison. At higher levels, you 
can enhance your poisons with reoccurring damage, 
indicated by curly braces { } that is rolled every round until a 
successful save is made. A few example poisons are 
detailed on the next page to offer clarification. 


EFFICACY AUGMENTATION 

Augmenting also has a chance to increase the effectiveness of 
your poisons by allowing half damage on a successful save, 
increasing the Save DC, or even bypassing poison immunity 
and resistance. At lower levels, these benefits are very 
random. At higher levels, augment reagents harvested from 
extremely powerful creatures confer more consistent benefits 
to your poison. For instance, using a 1d20 Augment Die 
always adds +1 to the poison's Save DC, in addition to 
inflicting half damage on a successful save. There is also a 
small chance that the poison is so potent that it effectively 
downgrades a targeted creature's poison immunity to poison 
resistance or removes a creature's existing poison resistance. 


1p4 AUGMENT DIE 
Roll Augment Effect 


1 No augment 

2 No augment 

3 + 1dB + (0.5 x B) 

4 + 1dB+ (1.0 x B), Applies Poisoned 


1p6 AUGMENT DIE 
Roll Augment Effect 


No augment 
No augment 
+ 1dB + (0.5 x B) 
+ 1dB + (0.5 x B) 
+ 2dB + (0.5 x B) 
+ 2dB + (0.5 x B), Applies Poisoned, Save for 1/2 


, Applies Poisoned 
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1D8 AUGMENT DIE 
Roll Augment Effect 


No augment 


2 + 1dB+(0.5 xB) 

3 +1dB+(0.5 xB) 

4 +1dB+ (1.0 xB) 

5 + 1dB + (1.0 x B), Applies Poisoned 

6 + 2dB + (1.0 x B), Applies Poisoned 

7 +2dB+ (1.0 x B), Applies Poisoned, Save for 1/2 

8 ae + (1.0 x B), Applies Poisoned, Save for 1/2, +1 


A 1d12 Augment Die will always guarantee that the poison A 1d20 (Special) Augment Die will always guarantee +2 


will apply the poisoned condition on a creature if it does not to the Save DC of the poison, applying the poisoned 
successfully make a constitution save against the DC of the condition, as well as half damage taken on a successful save, 
poison. and immunity/resistance reduction. These are always added 


to any other benefits rolled on the table below. 
1p12 AUGMENT DIE 


Roll Augment Effect (Applies Poisoned) 1D20 (SPECIAL) AUGMENT DIE 


Augment Effect (+2 DC, 1/2 DMG, Applies Poisoned, 


No augment Roll lmm./Res. Red.) 


2 + 1dB + (1.0 x B) 1 No augment 
3 + 1dB + (1.0 x B) 2 1dB + (1.5 xB) 
4 + 1dB + (1.0 x B) 3 1dB + (1.5 xB) 
5 + 1dB + (1.5 x B) 4 2dB + (2.0 x B) 
6 + 1dB + (1.5 x B) 5 2dB + (2.0 x B) 
7 + 2dB + (1.5 x B) 6 2dB + (2.0 x B) 
8  +2dB+(1.5 x B), Save for 1/2 7 3dB + (2.0 x B) 
9 + 2dB + (1.5 x B), Save for 1/2 8 3dB + (2.0 xB) 
10 +2dB+(1.5 x B), Save for 1/2, +1 DC 9 3dB + (2.0 x B) 
11 +3dB + (1.5 x B), Save for 1/2, +1 DC 10 3dB + (2.5 x B) 
12 {+ 3dB + (1.5 x B)}, Save for 1/2, +2 DC 11 3dB + (2.5 x B) 
A 1d20 Augment Die will always guarantee +1 to the Save 12 3dB + (2.5 x B) 
DC of the poison, applying the poisoned condition, as well as 13 3dB + (3.0 x B) 
ensuring that even saving will result in half damage taken. ] dB B 
These are always added to any other benefits rolled on the 4 3aB + (3.0 x B) 
table below. 15 3dB + (3.0 x B) 
1D20 AUGMENT DIE 16 4dB + (3.0 x B), +1 DC 
Roll Augment Effect (+1 DC, 1/2 DMG, Applies Poisoned) 17 {4dB + (3.0 x B)}, +1 DC 
1 No augment 18 {4dB + (3.0 x B)}, +1 DC 
2 + 1dB + (1.5 x B) 19 {5dB + (3.0 x B)}, +1 DC 
3 +1dB+(1.5 x B) 20 {5dB + (3.0 x B)}, +2 DC 
4 +2dB + (1.5 x B) 
5 + 2dB + (1.5 xB) ripen DEATH: THE FINISHED 
6 +2dB+ (1.5 xB) FODUGE 
7 dB + (1 B Choosing the right reagents to create a poison is more than 
+ 30B + (1.5 x B) simply attempting to increase damage. Carefully balancing 
8 + 3dB+ (1.5 x B) risk and reward when crafting is necessary to minimize loss 
9 +3dB + (1.5 xB) of reagents, as well as maximizing usefulness on the 
$ battlefield. When crafting a poison, the potency of the toxin is 
10 + 3dB + (2.0 x B) related both to the crafter's skill and to the quality of the 
11 + 3dB + (2.0 x B) reagent. A low-level poison reagent might not seem useful, 
12 dB + (2 B but in the hands of a master poisoner, it can become a 
+ 3dB + (2.0 x B) consistent and persistent poison even against the stoutest of 
13 + 3dB + (2.5 x B) foes. High Intelligence and proficiency with a Poisoner's 
14 + 3dB + (2.5 x B) Kit both help to increase the Save DC of the crafted 
s poison. Creatures who are affected by your poison must 
15 + 3dB + (2.5 x B) make a Constitution saving throw versus the Save DC of your 
16 + 4dB + (2.5 x B), +1 DC poison: 
17 + 4dB + (2.5 x B), +1 DC, Immunity/Resist Red. 
18 + 4dB + (2.5 x B), +1 DC, Immunity/Resist Red. Save DC = 8 + Base Reagent CRM + Augment Reagent CRM 


19 {+ 5dB + (2.5 x B)}, +1 DC, Immunity/Resist Red. 
20 {+ 5dB + (2.5 x B)}, +1 DC, Immunity/Resist Red. 


Your Proficiency Bonus + Your Intelligence Modifier 


Succeeding on the saving throw allows the target to 
completely resist the effects of that specific poison for the 
next 24 hours. In cases noted above from successful 
augmentation, such as half damage even on a successful 
save, the target does not gain the aforementioned immunity 
for 24 hours. 

For special effect poisons (e.g., a sleep effect), at the end of 
each of its turns, the target can make another Constitution 
saving throw. On a success, the effect ends on the target. This 
also applies to reoccurring damage effects from 
augmentation, indicated by curly braces { }. 

The Save DC formula above allows for appropriate scaling 
of save difficulty when fighting increasingly more challenging 
monsters with more significant constitution saving throws. 
Even poisons created with lower CRM reagents can have a 
higher Save DC when created by a higher level and more 
skilled character. 

The following crafting examples serve as a reference to 
those seeking to start their training in the poisoning arts. 
Even more detailed descriptions of the poisons can be found 
in the supplementary materials provided with this guide. 


SAMPLE POISONS 


IMP STINGER VENOM AUGMENTED WITH 


WERETIGER BLOOD 

A two reagent poison: a base and augment reagent. The stats 
provided are for a character with an Intelligence modifier of 
+1 and Proficiency bonus of +2. 

This is a basic poison that is extremely easy to craft but has 
low damage and a low Save DC. For a higher level character 
with a proficiency bonus of +6, the Save DC could increase to 
17 without any change in reagents. With a higher 
Intelligence, this would increase even further. 


CRAFTING STATS 


Base Reagent Type/Effect Augment Crafting 
CRM Reagent CRM Reagent CRM DC 
1 None 1 10 


POISON STATS (1 VARIATION) 
Save DC Avg. Damage Damage Range Special 


13 8 2d4 (low) | 3d4 + 4 (high) None 
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FIERY BONE DEVIL POISON AUGMENTED WITH 
NALFESHNEE HORN 

A three reagent poison: Bone Devil venom as the base, a 
Magma Mephit gland as the Effect/Type reagent, and 
augmented with the shavings of a Nalfeshnee horn. The stats 
provided are for a character with an Intelligence modifier of 
+1 and a Proficiency bonus of +5. 


CRAFTING STATS 


Base Reagent Type/Effect Augment Crafting 
CRM Reagent CRM Reagent CRM DC 
2 1 3 14 
POISON STATS (2 VARIATIONS) 
Save Avg. 
DC Damage Damage Range Special 
19- 24 d6 Option: 4d6 (low) / Chance for 1/2 
20 6d6 + 12 (high) DMG: 25% 
19- 24 d12 Option. 1d12 (low / Chance for 1/2 
20 3d12 + 18 (high) DMG: 25% 


As you can see, this poison is much more potent. 
Compared with the Imp Stinger poison, this poison does 
triple the damage, on average, with a higher Save DC. The 
range for the Save DC is a result of the 1d8 Augment Die; on 
the roll of an 8, the poison's Save DC is increased by 1. 

Also, there are two damage options: a d6 option and a d12 
option. The average damage for both are the same; however, 
the range of damage is not. The d12 has much more variance 
and, therefore, has the potential of rolling very high (or very 
low) as compared to the d6 poison, which rolls consistently 
within a narrow band of damage. 


PURPLE WORM VENOM WITH BLACK ROSE 
PETALS AND LICH BONE AUGMENTATION 
Another three reagent poison and with one of the most 
powerful augmentations available from monsters found in the 
5th Edition Monster Manual The stats provided are for a 
character with an Intelligence modifier of +1 anda 
Proficiency bonus of +6. 


CRAFTING STATS 


Base Reagent Type/Effect Augment Crafting 
CRM Reagent CRM Reagent CRM DC 
3 1 5 17 
POISON STATS (2 VARIATIONS) 
Save Avg. 
DC Damage Damage Range Special 
25- 46 d6 Option. 7d6 (low)/ Chance for 1/2 
26 12d6 + 15 (high) DMG: 100% 
25- 55 d12 Option: 2d12 (low) Chance for 
26 [| 7d12 + 30 (high) Imm./Res. Red.: 
20% 


The poison is extremely powerful in damage and difficult to 
resist. A level 20 Rogue with sneak attack could easily do an 
average of 100 damage in one hit. Some would call this 
poison overpowered, but let's step back a moment and take 
into account what it took to make it: 


1) Harvest Purple Worm: 75% chance 

2) Harvest Lich Bone: 65% chance 

3) Crafting Check: 55% chance 

4) The target of this poison must be hit, then fail its 
Constitution saving throw. For example, if you are fighting 
a CR 20 creature not immune to poison (e.g., an Ancient 
Brass Dragon), there is 45% chance to poison it, assuming 
it does not use one of its legendary saves. 


Overall, the cumulative chance to succeed at harvesting, then 
crafting, and then using the poison is about 12% If you 
choose an easier target, such as a CR 13 creature like a 
Storm Giant, the chance increases to only 17%. For a 
Rakshasa, another CR 13 monster, the chance is 25%. A 
powerful poison indeed, but the path to its completion and 
realization in battle is far from easy, nor is it straightforward. 


EXAMPLE 

Hopefully providing a specific example will further clarify the 
numbers. Jahn is a 3rd level Rogue with an Intelligence of 12 
and proficiency in using a Poisoner's Kit. He recently 
harvested reagents from an Imp and a Weretiger to craft the 
first sample poison. After passing the Crafting check, he rolls 
a 3 on the "1d4 Augment Die" table: +1dB + (0.5 x B). The 
base damage of the poison, 2d4, is augmented with an 
additional 1d4 + 2 for a total of 3d4 + 2. The Save DC is 13. 


USING POISON 


When considering the use of poisons during battle, the user 
must consider the tactical benefits as well as the practicality 
of the poison. Using your strongest poison versus a weak 
goblin is not the best use of your skills and reagents but no 
better than hoarding a stockpile which would never see use. 

Specifically, for combat, unlike in the PHB, a single 
applied use of crafted poison would be effective for one 
minute or until an appropriate target is successfully 
struck. For ranged weapons a single dose can be spread 
out over only one piece of ammunition that does piercing 
or slashing damage. 

Having the poison on the blade for 1 minute while 
retaining efficacy through multiple strikes or multiple pieces 
of ammunition would not balance well in any battle. Again, 
the system is always flexible enough to accommodate 
exceptions where the player and DM see fit and fair. 

With successful augmentation, somtimes creatures that 
were previously immune to poison suddenly become 
susceptible. While overcoming the resistance of a demon 
might make sense how could a poison affect a skeleton, no 
matter how powerful? In cases like these I suggest that a 
house rule be made such that poisons can only be used 
on creatures with a vascular system. (If it bleeds fluid 
when you cut it, you can bypass its immunity.) 

Poison usage outside of combat is just as important and 


can help to drive character and story development off the field 


of battle. Novel usages of poison in food or drink can be 
adapted by using an effect reagent to sweeten or mask the 
poison's taste and smell while still adding another effect 
reagent to inflict a condition upon the ingester e.g., sleep or 
paralysis. Other reagents can be introduced by the DM to 
help entice a player to take a different approach to a problem 
than the point of a sword. 


SPECIAL REAGENTS AND ENDLESS 
POSSIBILITIES 

With regards to the brewing and crafting of such diverse and 
useful poisons, there are always exceptions to the rules and 
how befitting that dragons are the topic of the first exception. 


Dragons comprise a wide spectrum of not only challenge 
ratings but also elemental types. A poisoner interested in 
harvesting from a dragon need only be concerned with one 
part of the beast: the draconis fundamentum. The essence of 
the dragon located near the heart and lungs, the draconis 
funadmentum serves as both the type reagent AND the 
augment reagent of a poison. The damage type of the 
poison is based upon the color of the dragon (red - fire, white 
- cold, blue - lighting, etc.). Your DM may decide to include 
other similarly special, dual-purpose reagents in your 
campaign. 

There is a recommended sheet of special reagents that I 
have created that is by no means exhaustive but serves as a 
jumping point for others to fill in. I created this system to 
allow maximum flexibility for any campaign in any world (or 
plane of existence) as possible. I highly recommend that you 
search old literature and your own imagination when coming 
up with reagents and their associated effects. As a DM, 
always stay open-minded and feel free to change these rules 
to suit your campaign. As a poison crafter, always be on the 
lookout for the next reagent to challenge yourself and your 
DM! 


NOTES FROM THE AUTHOR 


Thank you for taking the time to read my work. If you haven't 
already, please download the supplementary spreadsheet and 
video guide to help you explore my system further. Please 
know that I've worked on this for hours and have tried to 
balance it as best as I can. However, no amount of work isa 
substitute for playtesting, so I welcome any constructive 
feedback. If you choose to use my work here, in part or 
whole, within your own, I ask that you kindly include credit 
within your own work for referencing mine. 


Feuer-Bohne, 
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